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AMENDMENTS TO THE CLAIMS: 

This listing of claims will replace all prior versions, and listings, of claims in the 
application: 

1 . (Currently amended) A video g ame ap pa fat us; having eieetronically ooupled - thereto 
an -system including at least one operation device which a player manipulates to control a 
particular game character, the game appofafes -system outputting to a display device a game 
screen image containing presenting one or more game characters, at least one of which is 

controllable using the operation device, comprising: 

at least one map storage memory location for storing map data used to display a game 

space; 

at least one character storage memory location for storing game character data of at least 
a first character and a second character different from the first character, said first and second 
character being separately controllable using the operation device; 

operation detection programmed logic circuitry configured to detect manipulation made 
by a player to the operation device; 

character switching programmed logic circuitry configured to seleet-a~pafttettto^d etect 
when a first predet ermin ed game condition is satisfied an d chan ge a game character that-4 i; to be 
controlled by the operation device and- te --swteh4h6-epe- ration device between being opef able-fe 
eentrel -one of at least said first character and being operable to control -said second character 
whea-a-u pon detecting that said tii^t predetermined game condition is satisfied; 

first character operation programmed logic circuitry configured to control the first 
character in accordance with manipulation made to the operation device when the character 
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switching programmed logic circuitry selects the first character as the particular game character 
to be controlled by the operation device; 

first game screen output programmed logic circuitry configured to output to a display 
device a first game screen image presenting a game space view encompassing a full extent full- 
extent field of view of the game space containing the first game character and other game 
characters-wheg-tfee-'&p eration device controls the first ehar-aetef ; 

second character operation programmed logic circuitry configured to control the second 
character in accordance with manipulation made to the operation device when the character 
switching programmed logic circuitry selects the second character as the particular game 
character to be controlled by the operation device; 

second game screen output programmed logic circuitry configured to output to a display 
device a second game screen image presenting a gam e space - vieW ' encompassing a limited-extent 

second character narrow-extent field of view of the game space centered abou t t he second game 
character and, a t the same time, a narrow-extent field of view centered ab out each other player- 
controlled game character, if any, other than said first character , wherein diflerent extents of 
viewable '3 field of view of the game space are displayed depending on-\ ^'hothcr th e iir; j4 
character ' or the ' second character i s- selected by the chai=acter -svvitchiiig pregram med--k>gi€ 
circuitry to -be-een-tTOtie d by the operation - d evic e a predetermined handicap assigned to each 
player-controlled game character : 

a common display device having a display screen that is viewable by several players, said 
common display device-f 
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view en co mpa ssi ng - a limit e d ex t ent - of the game spa ce s urroun d in g ene H:) r i i i or ©-^iffere^^ 
ebamet-er-s displaying said second game screen image ; and 

at least one personal display device for individual use by a single player, said personal 
display device"havi^l^g"a-difrp ^ay ■sei^eeB4er-^e¥f4r^^ displaying said First game 

screen image , 



2. (Currently amended) The game apparatus system according to claim 1 , wherein 
the personal disp la y device is associated with a first operation device is-used by a first 
player; and 

a second operation device di ^s tiHGt - frei tt- the -- fi - r s t operation - device -is used by a second 
playe r distinct from the first player ; and wherein 

by the first player - with a g a me - c - haraeter controlled by - the - second - player w hen the first 
predetermined condition is satisfied, the first game screen output programmed logic circuiti'y 
outputs the first game screen image to the personal display device^afitd 

the second - game - screen - output - programmed - - logic circuitry - Qutputs 4he - seeeKd-game 
screen ima g e to the oetameH-dis-play-de-vi<se. 



3. (Currently amended) The game apparatus system according to claim 2, wherein the 
first operation device comprises a hand-held type-game machine apparatus inehtding- which 
includes, the personal display device and at least one manipulable element with which to control 
the first character. 



.4. 



1454597 



AMENDMENT 

U.S. Application No. 10/715,415 



Atty. Docket No.: 723-1454 
Art Unit No.: 3714 



4. (Currently amended) The game apparatu s-syMgnLaccording to claim 3, further 
comprising a plurality of second operation devices to be operated by a plurality of second 
players, 

wherein the second game screen output programmed logic circuitry outputs to the 
common display device said second game screen image presenting a plurality of s eeoRd game 



;ame characters indi vidually controllable using the plurality of second operation devices, the 



space field of views that do not overlap one another. 

5. (Currently amended) The game apparatus system according to claim 1, further 
comprising residual image display control programmed logic circuitry configured to display, 
after the first character has passed through a game space depicted in a narrow-extent view 
presented in a second game screen image, a residual artifact image along a trajectory of the first 
character for a predetermined period of time. 

6. (Currently amended) The game apparatus system according to claim 1 , further 
comprising: display region changing programmed logic circuitry configured to ehanger^ar 
enlarge, during a predetermined period of time after a second predetermined game condition is 
satisfied, the narrow-extent field of view surrounding the second character presented in second 
game screen image so as to pr-esen^^^jgame-^paee-v-iew-enee mpassin g -encompass a broader 
extent of the game space than that provided in said limited ext e nt narrow-extent field of view 
surrounding the second character. 




Fef -narrow-extent views corresponding to respective s econd - p 1 ay er- control led 



plurality of 




-narrow-extent views depicting different respective game 
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7. (Currently amended) The game aiapiM'atus -systeni according to claim 2, further 
comprising: 

score storage memory leeati^wis-inc lading a first score storage area-and a second score 
storage-area; 

table generation/update programmed logic circuitry configured to generate table data 
representing associations between the first score storage-«=ea, the first player, and a game 
character operable by the first player, and table data representing associations between the 
second score storage-aFea, the second player, and a game character operable by the second 
player, and to update table data associations when the character switching programmed logic 
circuitry switches game characters controllable by an operation device; 

score adding programmed logic circuitry configured to cumulatively add score points 
each time the first character scores points; and 

score writing programmed logic circuitry configured to write points added by the score 
adding programmed logic circuitry to the first score storage-«fea, by referring to the table data, 
when the first player is associated with the first character, and to write points added by the score 
adding mechanism to the second score storage ««a-when the second player is associated with the 
first character. 

8. (Currently amended) iTie game apparatus according to claim 2, wherein the second 
game screen output programmed logic circuitry also outputs a_radar screen image on at least a 

portion of the com mon display device for displaying enly -a graphic indication of a relative 
position of the first character and the second character as they exist within the entire game space 
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\ the radar screen image being displayed together with the second 



game screen image on the common display device. 



9. (Currently amended) A recor dji 




- video game 



system computer configured under control of a game program executable by a compute r, said 
video in-a-game appai'atus h a ving electronically coupled th erete -system including a common 
display de v ice having a display scre en that is viewable by several players, at least one personal 
display device for use by an individual player and one or more game operation control devices 
with which a player manipulates to control a particular game character, the game program 
ea using the gOB W-a pparatus - including instructions for configuring the computer to output to a 
dieptey-dgviee -one or more display devices a game screen image depicting one or more game 
characters which are controlled by one or more players using the game operation control devices, 
and caus ffig-the- eemputer to fu nction as comprising : 

at least on e-^^ p storage location for s toring - map data used to di -spl ay a game space; 

ay#as4H 3ne character storage locati e n for storing gome oharacter data e f - at lea s t a first 



be ing s eparatel y cen-trel-lab le using th e-ep e i- ation devices ^ 

e^erat ion detectie n-p rogrammed logic circuitry con figure d to dete ctHFftampulatreH-fflade 



character switching programmed logic circuitry configured to sel e ct a parti cul QF detect 
when a first predeteimined game co ndi tion is satisfied an d change a game character #t at is to b 



eharaetei- 




b^ y a play <; 



-ep <?ration dev ieet 



controlled by the-an operation device 




-between 
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t o eontrel - one of at least a s gt^-first game character and being o p erab t e -te-eea trol said . a^second 
game character wheft ^upon detecting tliat said first predetermined condition is satisfied; 

svv4t6jmg-pfeg- rammed log i c circuitn ,^ s el ect s the first cha ra cter as the part ie^ alar game character 
te- be controlled b y the opera t io t v devieef 

first game screen output programmed logic circuitry configured to output to a display 
device a first game screen image presenting a ga me apace v i ew o ncompa ss ifig -a full ext enl-fuli- 
extent field of view of the game space containing the first game character and other game 
characters-w hm the operation device controls th e -first Gha faetef; and 

second charae -t er operatiG ft^ egrammed4&g ie-ei- rcuitry co fili-gt ired to contr e-l-t he second 
ehaKKrtey-i-H-aeeK i r dan ce wkh Hianipiilatiepr^-mad e to the operat io n device w fagn the-^3lw{^f 

character to be - c - onti'olled by-the operation device; 

second game screen output programmed logic circuitry configured to output to a display 
device a second game screen image presenting a game spac e view eneonapa ssitt g a limit ed-e?etent 

second char acter a narrow-extent field of view of the game space ce n tered about the second 
game character and, at the same time, a narrow-extent field of view centere d about each other 
player-controlled game character, if any, other than said first character; and 
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wherein said - e e fflputer is further o au se d - te generate a display device programmed log ic 
circuitry configured to sim iiltan eoiisiy provide s aid second game screen etrtpirt- image to a -said 
common display device t 




eharacters rafid wherein s aid-€€imp uter is - a ls^-ea used to generate -a- and said first game screen 

image output to -at-lea^t-ene- to a single personal display device ■ for indi^ 4daa4- 



10. (Currently amended) The recording medium video game system according to claim 
9, wherein 

a first operation device is used by a first player[[;]] and a second operation device distinct 
from the first operation device used by a second player distinct from the first playert-a^ird 
wherein , and further comprising: 

the game pr o gram causes - t hfr-ee mputer to function - so that: - 

the-character switching programmed logic circuitry swk-efees-config ured to switch a game 
character controlled by the first player with a gamie character controlled by the second player 
when the first predetermined condition is satisfied; 

the-first game screen output programmed logic circuitry outpu t s - configured to output the 
first game screen image to th©-a_personal display device; and 

the-second game screen output programmed logic circuitry outputs c onfigured to output 
the second game screen image to the common display device. 
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1 1 . (Currently amended) The recording mcdiii tR -video game system according to claim 

10, 

wherein the first operation device comprises a hand-held type-game ap paratus machine 
including the-a.personal display device and at least one manipuiable element with which to 
control a game character, and 

the-ga me program -ea uses the Gom pu ter to function -se that the First game screen output 
programmed logic circuitry outputs the first game screen image to the -firs^pe rsonal display 
device of the hand-held type-game appara t ^ machine . 

12. (Currently amended) The reee rding medium video game system according to claim 
447- wherein the g a me - appara t us further compris e s 9 further comprising a plurality of second 

operation devices to be operated by a plurality of second players,-«3d 

wherein the game program causes the computer to function so that the second game 
screen output programmed logic circuitry also outputs to the common display device a plurality 
of second game screen narrow-extent field of view images f^&r -corresp o nding to respective 
second game characters controH aMe-iisini^-th at are control l ed \'ia the plurality of second 
operation devices, the plurality of s^eeond-g ame screen- images depicting different respective 
n arrow-exten t game space field of views that do not overlap one another. 

13. (Currently amended) The recording med i um - video game system according to claim 

9, wherein 4l^e-ga ffle program -eauses the compHtcF to further f uH6tien-a&-further comp rising 
residual image display control programmed logic circuitry which, after the first character has 
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passed through a game space depicted in a second game screen image, displays a residual artifact 
image along a trajectory of the first character for a predetermined period of time. 

14. (Currently amended) The reeeMieg-m^^fam-vi deo game system according to claim 
9, whe rein the ga me-p rogram - eatt ses 4ha computer to fu rth er function - as - further comprising 
display region changing programmed logic circuitry which, tor a predetermined period of time 
after a second predetermined game condition is satisfied, changes the narrow-extent field of view 
within t he second game screen image so as to present a-game-space-vie w encompassing -a 
broader extent field of view of the game space surro unding the secon d character than that 
provided in said limited ext e nt su FF 0imding - th& -s ©e e nd characte r narrow-extent field of view . 

15. (Currently amended) The recording med ium- video ga me system according to claim 

score storage leea:tieffiy -memorv including a first score storage ^ea-and a second score 
storage-^M«a; 

table generation/update programmed logic circuitry configured to generate table data 
representing associations between the first score storage-area, the first player, and a game 
character operable by the first player, and table data representing associations between the 
second score storage^^^ea, the second player, and a game character operable by the second 
player, and to update table data associations when the character switching programmed logic 
circuitry switches game characters controllable by an operation device; 

score adding programmed logic circuitry configured to cumulatively add score points 
each time the first character scores points; and 

- 11 - 
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score writing programmed logic circuitry configured to write points added by the score 
adding programmed logic circuitry to the first score storage ^^when the first player is 
associated with the first character, and to write points added by the score adding mechanism to 
the second score storage area-when the second player is associated with the first character, by 
referring to the table data. 

16. (Currently amended) The fec<^Fdin^meditHft- video game s ystem according to claim 
10, wherein the game program causes the computer teTianetiQn -se-that4h^second game screen 
output programmed logic circuitry afee-etriputs- to also output to the common dis play device a 
radar screen image for displ a ymfronly that provides an indication of a relative position of the 
first character and the second character within the entire game space4e 4he common d isplay 
device , the radar screen image being displayed together with the second game screen image on 
the common display device. 

1 7. (Currently amended) A game system for playing a multipiayer network game 
eefflfmsin^incl uding a netwo r k server computer and a plurality of temiinal devices coupled to a 
network, each terminal device including[[:]] an operation mechanism with which a player 
operates a game character and a display device[[;J] , the netw ork server co mputer exertin g 
overal l control over the network game and game screen images pr ovided to each tenninal. said 
network s er ver computer comprising: 

at least eHe-a,map storage memory le eation for storing map data used to display a game 

space; 
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-a_character storage memory locat ie ft -for storing game character data of at 



least a first character and a second character different from the first character, said first and 
second chai-acter being separately controllable using different operation mechanisms; 

operation detection programmed logic circuitry configured to detect manipulation made 
by a player to the operation mechanism; 

character switching programmed logic circuitry configured to seteet-^- particular d etect 
when a f irst predetermin ed game cond ition is satisfied an d change a game character t hat is - te -ba 
controlled by the operation mechanism and to sw lteh-th e operatio &-ffl^feanisnirbet'ween beifig 



y>to-a -upon detecting that said first predetermined game condition is satisfied; 

first character operation programmed logic circuitry configured to control the first 

character in accordance with manipulation made to the operation mechanism when the character 
switching programmed logic circuitry selects the first character as the particular game character 
to be controlled by the operation mechanism; 

first game screen output programmed logic circuitry configured to output to the -a single 
terminal display device a first game screen image presenting a g ame space \ *i@¥f^'efleei ^passing "a 
teead-fullzextent field of view of the game space e entaining showing the first character and at 
least one or more other game character when the operation mechanism coH tfe ls the first 

second character operation programmed logic circuitry configured to control the second 

character in accordance with manipulation made to the operation mechanism when the character 
switching programmed logic circuitry selects the second chai'acter as the particular game 
character to be controlled by the operation mechanism; 




}ne of said first character and being operable to oontrel - said second character 
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second game screen output programmed logic circuitry configured to output to tlie-a 
different terminal display device a second game screen image presenting- a - game spac e-view 



operation HH-ie ehanism - ee ntre b the second eharaeteft a narrow-extent field of view of the game 
space from the second game character's viewpoint within the game space. 

wherein each terminal device display device displays either the first game screen image 

or the second game screen image, each having different extents of viev^l^-e-a fiel d of vi ew of the 





which game character is being controlled at the terminal devi ce. 

Claims 18-24 are canceled without prejudice or disclaimer. 

25. (New) The video game system according to claim 9, wherein different extents of a 
field of view of the game space are displayed depending upon a predetermined handicap 
assigned to each player-controlled game character. 

26. (New) The game system according to claim 17, wherein different extents of a field 
of view of tlie game space are displayed depending upon a predetermined handicap assigned to 
each player-controlled game character. 

27. (New) The game system according to claim 17, wherein the second game screen 
output programmed logic circuitry also outputs a radar screen image on at least a portion of the 




game space, depending on- 
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temiinal display device for displaying a graphic indication of a relative position of the first 
character and the second character as they exist within the entire game space, the radar screen 
image being displayed together with the second game screen image on the common display 

device. 

28. (New) The game system according to claim 17, wherein the first game screen output 

programmed logic circuitry also outputs a three-dimensional representation of the full-extent of 
the game space on at least a portion of the terminal display device for displaying relative 
positions of the game characters as they exist within the entire game space. 
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